
























DEVELOP THINKING SKILLS 

with the 



TINK TONKS 

BY MERCER MKYEfc 


Designed and Developed by Angelsoft, Inc. 


Congratulations on the purchase of your new Sprout software. 

We hope you’ll be pleased with the way this interactive adventure 
game teaches a child new skills while providing years of 
enjoyment. 

This is only one of many software programs that provide the right 
balance between education and entertainment. All Sprout 
programs encourage creativity, stimulate a child's imagination, 
teach new skills, are challenging, and just plain fun. 


Meet the TinkTonks! 



Imagine you have become a beam of light and are 
magically swept along inside your computer. Below you is 
a deep blue sea crisscrossed by a glowing grid. Above 
you is a peach-colored sky. On the horizon, little disk¬ 
shaped islands float in the air above the CrissCross Sea. 
You fly down for a closer look. On the islands are 
mountains and valleys, lakes and rivers, forests and 
fields. One island even has a little town with houses and 
streets. You have found TinkTonk Land, the home of the 
TinkTonks. 

And here are the TinkTonks: 


Tink is their trusty leader. 
He is good at helping all the 
TinkTonks. 


Tonk is Tink’s best friend. He usually 
needs Tink’s help, because he is good 
at getting into trouble. 


Tuk tends the TinkTonk garden. 

He likes to watch his flowers grow. 




Tinka is the best there is at Tonkerball. 
She coaches the TinkTonk Team. 




Zoomer is the speediest TinkTonk. 
He is always in a big hurry. 


Boomer is the biggest TinkTonk. 
He is never in a hurry at all. 



Teep and Beep are the little 
twin TinkTonks. You will 
find them in the sandbox. 


The Great Gork is not a 
TinkTonk. He is a rascal who 
lives in a castle at the edge of 
the CrissCross Sea. He likes to 
make mischief in TinkTonk Land. 

Good thing Tink and Tonk know 
how to trip him up! 

Now that you have met the TinkTonks, you can get to 
know them better in their computer programs and 
books. Have fun! 








introduction to Parents 


Welcome to the world of TinkITonk! If you have not 
already done so, read Meet the TinkTonks! to your 
child and introduce the delightful characters in this 
software package. Now your child is ready to begin a 
fun-filled learning experience. Play Castle Clobber with 
your child, guiding him or her through the adventures 
and the games. (This is particularly important if your 
child has not yet begun to read.) Keep in mind that 
Castle Clobber is a game of strategy in which learning 
is accomplished through a process of trial and error. 
There is no single correct approach, but several 
approaches to winning an adventure in the program. It 
is the player’s job to figure out what they are. Good 
luck and have fun! 


Getting Started 


Playing castle Clobber 

MAIN MENU 

After the program is loaded, 

Tonk’s musi c begins t o 
play. Press ( Spacebar ) once 
to see Tonk and once again 
to see one of Go rk’s soldiers. 

Press ( Spacebar ) a third time 
to go to the Main Menu. 

There are two choices on the Main Menu. Press Q] 
if you want to go to Castle Clobber with Tonk. Press (2) 
if you want to play a game. 

Anytime you want to go to the Main Menu, press 
(System Reset) if you have an Atari computer. Press (TT) 
if you have a Commodore 64 computer. 



What You Need 

1. Color TV or monitor 

2. 48K ATARI® computer or Commodore 64™ com¬ 
puter 

3. Disk drive 

4. Joystick (optional) 

Loading Instructions for Atari Computer 

1. Plug the joystick into Controller 1. 

2. Turn on the TV or monitor. 

3. Turn on the disk drive. Wait for it to stop whirring 
and the red “busy” light to go off. 

4. Hold the disk by its label. Carefully slide the disk 
into the disk drive. Close the disk drive door or 
latch. 

5. Turn on the computer. The program will auto¬ 
matically load. 

Loading Instructions for Commodore 64 Computer 

1. Plug the joystick into Control Port 2. 

2. Turn on the TV or monitor. 

3. Turn on the disk drive. Wait for it to stop whirring 
and the red “busy” light to go off. 

4. Turn on the computer. 

5. Hold the disk by its label. Carefully slide the disk 
into the disk drive. Close the dis k drive door. 

6. Type LOAD“BOOT”,8 and press ( Return ] . 

7. When y ou see READY, type RUN and press 

(Return") . 

NOTE: Be sure that the (Shift/Lock) key is up. 


Care and Handling of Disks 

To protect your disk, you should handle it carefully. 

1. Always hold the disk by its label. Never touch the 
open oval part of the disk. 

2. Never put your disk in the disk drive, or take it out, 
when the drive is making a whirring sound or when 
the red “busy” light is on. 

3. Always take your disk out of the disk drive before 
you turn off the drive. 

4. When you’re through using the disk, remove it from 
the disk drive and replace it in its protective sleeve. 

5. Clean your disk drive often with material recom¬ 
mended by your computer dealer. 

Using the Red and White Bars 

The following information is for IBM PC and PCyr users 
only. 

Simple on-screen directions and other important 
information appear in text windows at the bottom of 
the screen. Sometimes, you will need to “cycle through” 
several text windows to read all the information on a 
screen. Here’s how you “cycle through”: 

1. Look at the bottom of the screen. 

2. If you see a single red bar, follow the directions on 
the screen. 

3. If you see a single red bar with one or more white 
bars, press pnT) . Each time you press Qns} the red 
bar moves to the right. When the red bar covers 
the last white bar, you have finished reading or 
“cycling through” the information. If you want to 
“cycle through” the information again, keep pressing 
Qn£). 



Adventure 

Help! Help! Gork has taken 
all the toys in TinkTonk 
Land. The TinkTonks are 
sad. How will they ever get 
their toys back? They need 
Tonk to help them, and 
Tonk needs you! 


Tonk must go to Castle Clobber and rescue the 
TinkTonks’ toy chest. Will you help him? There’s 
adventure and exciting times ahead in Castle Clobber. 
Get ready for the Spooky Garden; a cold, damp 
dungeon; dark, dreary catacombs; surprises and 
suspense! 


PILOTING TONK 

You can move Tonk around Castle Clobber with either 
a joystick or the computer keyboard. 

If you use the keyboard, use these keys: 

Special Movement Keys 

(Atari computer) (Commodore 64 computer) 


© 

up 

© 

© 

down 

@ 

0 

left 

© 

0 

right 

© 


NOTE: Press any key on the keyboard, except Special 
Movement Keys, to stop Tonk. Press a Special 
Movement Key to start Tonk again. If you are piloting 
Tonk with a joystick, he stops when you let go of the 
joystick. Tonk moves again when you move the 
joystick. 


DIFFICULTY LEVELS 

The adventure has three difficulty levels. 

You must first choose a level before you can begin 
searching for the missing toy chest. After you choose 
the level you want, press (T) if you want to look at the 
Help Screens. Press ® if you don’t. 

Here are a few things you should know about each 
level: 

Level 1 

Pilot Tonk through the Spooky Garden into Castle 
Clobber. (See the map of Level 1 on page 18.) 

Gork has hidden the toy chest deep inside the castle, 
but Tonk can rescue the toys with your help. 

Game Plan: Search through the castle to find the 
room where the toy chest is hidden. But watch out! If 
mean old Gork sees Tonk, he will zap him back to 
TinkTonk Land without the toys. 





To find the toys, you must unlock castle doors. There 
are keys scattered all over the castle. Tonk can use 
these keys to unlock doors and find the toy chest. 

Collecting a Key: When you 
find a key, pilot Tonk over 
to touch it. Then play a 
game to collect the key. 

(Tonk may have as many 
as three keys with him at 
one time.) When you win the game, the key appears in 
Tonk’s collection area at the bottom of the screen. 

Unlocking a Door: When you find a locked door, pilot 
Tonk over to touch it. A choice box then appears in 
the collection area. Move the box with either a joystick 
or the Special Movement Keys. When th e box i s over 
the key that matches the keyhole, press (Return) / f^T) or 
the joystick button to unlock the door. (NOTE: Tonk 
must touch the door again to open it.) 

If you decide not to unloc k the d oor, move the choice 
box over go. Then press (Return) i(^) or the joystick 
button and pilot Tonk away from the door. 

Going Home: If you unlock the door to the toy chest 
room, Tonk can rescue the toys. Pilot him over to 
touch the toy chest. Then press ( Spacebar ) to send 
Tonk home with the toys. 


soldiers. Or, if Tonk can free Boomer from jail, he can 
trade with him. Then Tonk can use keys and objects 
again if he needs them. 

Freeing Boomer from Jail: Help Tonk find the jail door. 
Then choose a key to unlock it. (See Level 1, Unlock¬ 
ing a Door.) Once the door is open, Boomer is free 
from jail. 

Trading With Boomer: To trade with Boomer, press 
®. If he is free from jail, Boomer will sometimes 
appear with a key or object to trade with Tonk. 

Press (Return) / (^ j) or the joystick button. A choice box 
then appears in the collection area. Move the box with 
either the joystick or the Special Movement Keys. 

When the bo x is ove r the key or object you want to 
trade, press (Return) /^) or the joystick button again. 

If you decide not to use the o bject rig ht away, move 
the box over go. Then press ( Return j /f^l or the joystick 
button. The object then appears in Tonk’s collection 
area, and you can start Tonk moving again. (NOTE: If 
you change your mind about trading with B oomer, 
move the box over go. Then press (Return) /(^l or the 
joystick button and Boomer will disappear.) 

Once Boomer is out of jail you can call him anytime 
you want to trade. But sometimes Boomer is too busy 
to trade. If he is busy, keep on walking through the 
castle and then call him again. 



Level 2 

Pilot Tonk through the Spooky Garden into Castle 
Clobber. Gork 

has hidden the toy chest deep inside the castle, but 
Tonk can rescue the toys with your help. 

Game Plan: Search through the castle to find the 
room where the toy chest is hidden. To do this, you 
must unlock castle doors. There are keys scattered all 
over the castle. Tonk can use these keys to unlock 
doors and find the toy chest. 


But watch out! There are dangers along the way such 
as Gork, Gork’s soldiers, and jail! 


Here are some helpful hints for finding and rescuing 
the toys: 

The Magic Box: A magic 
box is hidden in Castle 
Clobber. Tonk can use the 
magic box to get out of 
danger. It’s your job to 
figure out where he can use 
it! 

Collecting the Magic Box: When you find the magic 
box, pilot Tonk over to touch it. Then play a game to 
collect it. When you win the game, the magic box 
appears in Tonk’s collection area at the bottom of the 
screen. 


Going Home: If you unlock the door to the toy chest 
room, Tonk can rescue the toys. Pilot him over to 
touch the toy chest. Once Tonk has the toy chest, he 
needs your help to escape from Castle Clobber. You 
must plan an escape route for Tonk! (Hint: He must go 
back through the castle and the garden to return to 
TinkTonk Land.) 

After winning Level 2, you learn the secret password 
for Level 3. Write the password in the box below: 



NOTE: You must type the pa ssword to go to Level 3. 

If you make a mistake, press ( Delete) /(pel) to remove a 
letter. 


Level 3 

Pilot Tonk through the Spooky Garden 
into Castle Clobber. 

Gork has hidden the toy chest deep inside the castle, 
but Tonk can rescue the toys with your help. 

Game Plan: You play Level 3 the same way that you 
played Level 2. Tonk can use keys to unlock doors. 
(See Level 1: Collecting a Key and Unlocking a Door.) 



Using the Magic Box: To use the magic box, press 
(Return ) /(^T) or the joystick button. A choice box then 
appears in the collection area. Move the box with 
either a joystick or the Special Movement Keys. When 
the choice box is over the magic box, press ( Return ) / (^T) 
or the joystick button again to use it. 

You can use each key and most objects one time. But 
what if Tonk needs to use a key or an object again? 


Boomer: Tonk has a friend 
in Castle Clobber named 
Boomer. Boomer collects 
keys and objects that Tonk 
has already used. Tonk can 
trade things he has for 
things Boomer has. But 
there is one problem: When 
Tonk first gets to Castle 
Clobber, poor Boomer is stuck in jail! Tonk can trade 
with Boomer if he is sent to jail by one of Gork’s 



But watch out! An unlocked door may slam shut 
behind Tonk! (Hint: You can unlock a door, but leave it 
closed. Then you can open the door later in the 
adventure. Try to figure out how this may help you.) 

Watch out for trapdoors, too! They are waiting to take 
Tonk down to the damp dungeon and dreary 
catacombs of Castle Clobber! 


Here are some helpful hints for finding and rescuing 
the toys: 

Special Objects: Special 
objects are hidden in the 
castle. Tonk can use these 
objects when he is in 
trouble. Each object—a 
shovel, a magic box, a 
music box, and a light—has 
its own special use. It’s 



your job to figure out how Tonk can use these objects 
to get out of danger. 



Collecting an Object: When you find an object you 
want, pilot Tonk over to touch it. Then play a game to 
collect it. (Tonk may have as many as four objects 
with him at one time.) When you win the game, the 
object appears in Tonk’s collection area. 


Using an Object: To use an object, press ( Return ) l (^) 
or the joystick button. A choice box then appears in 
the collection area. Move the box with either a joystick 
or the Special Movement Keys. W hen the box is over 
the object you want to use, press ( Return or the 
joystick button. (NOTE: Most objects work only in 
certain parts of the castle. Try using the objects in 
different places to see where they are most helpful to 
Tonk.) 

You can use each key and most objects one time. But 
what if Tonk needs to use a key or an object again? 


Boomer: Tonk has a friend in Castle Clobber named 
Boomer. Boomer collects keys and objects that Tonk 
has already used. Tonk can trade things he has for 
things Boomer has. But there is one problem: When 
Tonk first gets to Castle Clobber, poor Boomer is 
stuck in jail! Tonk can trade with Boomer if he is sent 
to jail by one of Gork’s soldiers. Or, if Tonk can free 
Boomer from jail, he can trade with him. Then Tonk 
can use keys and objects again if he needs them. 
(See Level 2: Freeing Boomer from Jail and Trading 
with Boomer.) 



Going Home: Unlock the 
door to the toy chest room. 
Then pilot Tonk over to 
touch the chest. Once Tonk 
finds the toys, he needs 
your help to rescue them. 
You must carefully plan 
Tonk’s escape route from Castle Clobber. (Hints: 
When Tonk goes into the toy chest room, the door 
locks behind him. Tonk must go back through the 
castle and the garden to return to TinkTonk Land. 


DANGERS 

Gork: Mean old Gork wants to keep the TinkTonks’ 
toys. Don’t let Tonk walk in front of Gork! If Gork sees 
him, he will send Tonk back to TinkTonk Land without 
the toy chest. Then Tonk must start his search over 
again. (Hint: A special object helps Tonk get around 
Gork in Level 3. Try to figure out which one it is!) 
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Dungeon 




Gork’s Soldiers: These soldiers 
try to stop Tonk from collecting the 
toy chest. Be careful! If Tonk is 
captured by a soldier, he is sent to 
jail. If Tonk is captured with the 
toy chest, the soldier takes the toy 
chest and puts it back in the 
treasure room. Then Tonk must 
start his search over again. (Hint: A special object 
helps Tonk get past the soldiers in Levels 2 and 3. Try 
to figure out which one it is!) 

Trapdoors: There are trapdoors all over Castle 
Clobber in Level 3. If Tonk falls through a trapdoor, he 
lands in the dungeon or the catacombs! (Hint: One of 
the trapdoors can be unbolted from below. Try to 
figure out how this might help Tonk!) 



Jail: Tonk is sent to jail if he is captured by one of 
Gork’s soldiers. If Tonk is stuck in jail with no way out, 
press fisc) . Then you can start the game over again. 
(Hint: There are other ways to escape from jail so that 
you can keep on playing the game. Try to figure out 
what they are!) 

The Button Room: One room in Castle Clobber has a 
button on the wall. To make Tonk touch the button, 
first pilot him over to it. Then press ©/© t° touch 
the button. If you’re using a joystick, push up on the 
joystick to make Tonk touch it. The button does not 
always make the same thing happen. Sometimes, it 
leads Tonk closer to the toy chest. Sometimes, it leads 
him further away. Try it, but be careful! 

The Tree Trunk: There is a tree trunk in the Spooky 
Garden in Level 3. Try to figure out how the tree trunk 
can help Tonk get in and out of the castle. 

A Scary Surprise: Beware of two big boxes in the 
dungeon. If Tonk touches either one of them, he will 
be in for a scary surprise. And so will you! 


Play a Came 

Press © at the Main Menu if you want to play a game 
without going on an adventure. This takes you to the 
Level Menu. 

Each game has three difficulty levels. Level 1 is the 
easiest and Level 3 is the hardest. (See game descrip¬ 
tions for more information about levels.) 

Press the number of the level you want. After you 
choose a level, choose the game you want to play. 

There are five games to choose from: 

1. Odd Keys Out 

2. Pair the Keys 

3. Four in a Row 

4. Build Me Exactly 

5. Who’s Next? 

Press the number of the game you want to play. Press 
© if you want to go directly to the game. Press © if 
you first want to see a demonstration of how to play 
the game. 

To stop playing a game, press fisc] . 


Odd Keys Out 

This game helps you learn to see differences in 
shapes and patterns. You must look carefully to 
decide which keys are different from the others. Can 
you find the odd keys and take them out? 

Level 1: There are 16 keys on the screen. Four of 
them are entirely different from the other twelve. Find 
the four odd keys. 

To choose a key, move the choice box with either a 
joystick or the Special Movement Keys. When the box 
contains the key you want, press © or the joystick 
button. 

You can change your mind after choosing a key. Press 
© if you want to keep a key. Press © if you don’t. 

Level 2: There are 24 keys on the screen. Six of them 
are different from the others. Find the six odd keys. 
You can change your mind after choosing a key. 

Level 3: There are 32 keys on the screen. Eight of 
them are different from the others. Find the eight odd 
keys. You can change your mind after choosing a key. 


Pair the Keys 


cn cr 

M 0 


This game gives you more practice 
with shapes and patterns. A group 
of keys is on the left side of the 
screen. Choose one key. Then 
find the key that matches it to make 
a pair. Can you pair all the keys? 



Level 1 : There are eight keys on the screen. Match 
the keys to make four pairs. 

To choose a key, move the choice box with either a 
Joystick or the Special Movement Keys. When the box 
contains the key you want, press © or the joystick 
button. 

You can change your mind after choosing the second 
key in each pair. Press © if you want to keep a key. 
Press © if you don’t. 

Level 2: There are 12 keys on the screen. Match the 
keys to make six pairs. You can change your mind 
after choosing the second key in each pair. 

Level 3: There are 16 keys on the screen. Match the 
keys to make eight pairs. You can change your mind 
after choosing the second key in each pair. 


Four in a Row 

This game helps you learn to see similarities in 
shapes and patterns. You must look carefully to find 
four identical keys, standing side-by-side. Can you find 
four in a row? 

Level 1: There are 20 keys on the screen. Find four 
keys in a row that look exactly alike. 

To choose a key, move the choice box with either a 
joystick or the Special Movement Keys. When the box 
contains the key you want, press © or the joystick 
button. 

You can change your mind after choosing one, two, 
three, or all four keys. Press © if you want to keep a 
key. Press © if you don’t. 

Level 2: There are 24 keys on the screen. Find four 
keys in a row that look exactly alike. You can change 
your mind after choosing one, two, three, or all four 
keys. 

Level 3: There are 28 keys on the screen. Find four 
keys in a row that look exactly alike. You can change 
your mind after choosing one, two, three, or all four 
keys. 


Build Me Exactly 

This game helps you learn 
to see similarities in shapes, 
patterns, sizes, and colors. 
(Level 3 also tests your 
memory.) A soldier is on 
the left side of the screen. 
Put together a soldier on 
the right to match the one 
on the left. Soldier parts appear across the top of the 
screen. Choose each part—the head, the body, the 
feet, and the sword—to build the soldier exactly. Do 
two of Gork’s soldiers mean double-trouble for Tonk? 

Level 1 : There are two choices for each soldier part. 

To choose a part, move the choice box with either a 
joystick or the Special Movement Keys. When the box 
contains the part you want, press © or the joystick 
button. 

You can change your mind after choosing a part. 

Press © if you want to keep a part. Press © if you 
don’t. 



Level 2: There are four choices for each soldier part. 
You can change your mind after choosing a part. 


Level 3: Look carefully at the soldi er on the s creen. 
When you are ready to play, press ( Spacebar ) . The 
soldier disappears and you must rebuild him from 
memory. There are four choices for each soldier part. 
You can change your mind after choosing a part. 


who’s Next? 

This game gives you practice in completing a pattern. 
Five soldiers stand at attention on the left side of the 
screen. Beside them is a box for a sixth soldier. Look 
carefully at the pattern made by the soldiers and their 
uniforms. Then complete the pattern by building the 
sixth soldier. Choose the soldier’s parts from the 
choice box on the right side of the screen. Can you 
figure out who’s next? 

Level 1 : The pattern is the same from soldier to 
soldier. There are two to four choices for each soldier 
part. 

To see th e choices for each soldier part, press 
(Spacebar ) or push, down on the joystick. When the 
choice box contains the part you want, press © or the 
joystick button. 

You can change your mind after choosing a part. 

Press © if you want to keep a part. Press © if you 
don’t. 

Level 2: The pattern changes from row to row. There 
are two to four choices for each soldier part. You can 
change your mind after choosing a part. 

Level 3: The pattern changes from soldier to soldier. 
There are two to four choices for each soldier part. 

You can change your mind after choosing a part. 


special Keys_ 

Atari Computer 

(System Reset) Takes you to the Main Menu. 

(Esc) Stops the adventure and takes you to the 
Main Menu (use only if Tonk is trapped 
in the castle); stops a game and takes 
you back to the adventure; stops a game 
anc takes you to the Main Menu. 


© Moves Tonk up through the castle; use 
to p ress button in the button room. 

© Moves Tonk down through the castle. 

Q Moves Tonk left through the castle; 
moves choice box in adventure and 
games. 


Q Moves Tonk right through the castle; 
moves choice box in adventure and 
games. 

© Calls Boomer once he is free from jail in 
the adventure (Levels 2 and 3 only). 

© Signals choice of a key or soldier part in 
the games. 


(Return) Signals choice of a key or object in the 
adventure; signals the end of a game. 


(Spacebar) Advances program to the next screen. 

(Delete) Removes a letter in writing the password. 


Commodore 64 computer 

© Takes you to the Main Menu. 

( RUN/stofH Stops the adventure and takes you to the 
Main Menu (use only if Tonk is trapped 
in the castle); stops a game and takes 
you bagk to the adventure; stops a game 
and takes you to the Main Menu. 


© Moves Tonk up through the castle; use 
to press button in the button room. 


© Moves Tonk down through the castle. 

© Moves Tonk left through the castle; 
moves choice box in adventure and 
games. 

© Moves Tonk right through the castle; 
moves choice box in adventure and 
games. 


(Ip Calls Boomer once he is free from jail in 
the adventure (Levels 2 and 3 only). 

fx) Signals choice of a key or soldier part in 
the games. 

(Return ) Signals choice of a key or object in the 
adventure; signals the end of a game. 


(Spacebar) Advances program to the next screen. 
(peT) Removes a letter in writing the password. 


Off-screen Activities 

The following activities will reinforce the map reading skills your 
child has already practiced in Castle Clobber. 

On a sheet of construction paper, draw a grid such as the one 
shown below: 


1 

2 

3 
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A B C D E 





t 









El 







Label each column A, B, C, D, E, and so on; label each row 1, 2, 
3, 4, 5, and so on. Then draw a simple representation of your 
living room inside the grid. (NOTE: Be sure your drawing reflects 
the spatial relationship of one object to another in the room. The 
objects on the grid provide an example.) 

Now help your child with his or her map reading skills: 

Step 1 : Ask your child to locate objects on the map, using the 
grid. Encourage your child to first look down the vertical columns 
and then across the horizontal rows. Have your child identify the 
location of each object by its grid box. For example, the television 
is in E3; the couch is in B1, Cl, and D1; the chair is in A3; and 
so on. 

Step 2: Once your child is able to identify the location of objects 
on a map, have a treasure hunt! Hide five small objects around 
the living room. Make each hidden object on the map with an X. 
Then tell your child that X marks the spot where each “treasure” 
is hidden. Give your child the grid map to use for locating the 
Treasure.” 

Step 3: Now it’s your child’s turn to play the “pirate” and hide the 
Treasure.” Have your child hide five small objects around the 
room, marking each hidden object on the map with an O. You 
must then look for each object, using your child’s treasure map. If 
you are able to find each object, you will verify the accuracy of 
your child’s markings. 

If you are unable to find the objects, review the accuracy of the 
markings with your child to correct possible errors. 


Software: Copyright © 1985 TINK TONK, Inc. TINKITONK! 
characters © 1983 TINK TONK, Inc. All rights reserved. 
TINKITONK! is a trademark of TINK TONK, Inc. 


Manufactured in U.S.A. 








Education—Ages 4-8 

Develop Thinking Skills 
with the Tink Tonks™ 

(Formerly Castle Clobber) 

By Mercer Mayer 

Designed and developed by Angelsoft, Inc. 

This program is designed to strengthen many areas of children’s reasoning skills: 
logic, inference, critical thinking, concentration, memory, and visual discrimination. 
Children pilot the friendly character Tonk around Castle Clobber, encountering five 
motivating educational activities. Within each activity are multiple levels of difficulty 
to match or challenge a child’s growing ability to reason and think critically. Children 
learn intuitively as they help Tonk rescue all the toys in Tink Tonk Land. 



Educational Benefits 

Helps children: 

• Strengthen logic, inference, and 
critical thinking skills 

• Develop map reading skills 

• Strengthen concentration, memory, 
and visual discrimination skills 


Features 

• Intellectually challenging for ages 
4 to 8 

• Five multilevel educational activities 

• Bold, high-resolution graphics 

• Clear, on-screen instructions 

• Lively animation 


Copyright © 1985 TINK TONK, Inc. TINK1TONK! characters 
© 1983 TINK TONK, Inc. All rights reserved. T1NKITONK! is 
a trademark of TINK TONK, Inc. 

Manufactured in U.S.A.. 
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